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WELCOME _ 
& THANKS!^ 


Welcome to Classic Gaming Expo 2005! ! I 

Wow... .eight years! It’s truly amazing to think that we’ve been doing this show, and trying to come up with a fresh introduction for 
this program, for eight years now. Many things have changed over the years - not the least of which has been ourselves. 

Eight years ago John was a cable splicer for the New York phone company, which was then called NYNEX, and was happily and 
peacefully married to his wife Beverly who had no idea what she was in for over the next eight years. Today, John’s still married to 
Beverly though not quite as peacefully with the addition of two sons to his family. He’s also in a supervisory position with Verizon - 
the new New York phone company. 

At the time of our first show, Sean was seven years into a thirteen-year stint with a convenience store he owned in Chicago. He was 
married to Melissa and they had two daughters. Eight years later, Sean has sold the convenience store and opened a videogame 
store - something of a life-long dream (or was that a nightmare?) Sean’s family has doubled in size and now consists of four 
daughters. 

Joe and Liz have probably had the fewest changes In their lives over the years but that’s about to change. Joe has been working for 
a firm that manages and maintains database software for pharmaceutical companies for the past twenty-some years. While there 
haven’t been any additions to their family, Joe is about to leave his job and pursue his dream of owning his own business - and what 
would be more appropriate than a videogame store for someone who’s life has been devoted to collecting both the games 
themselves and information about them for at least as many years? 

Despite these changes in our lives we once again find ourselves gathering to pay tribute to an industry for which our admiration will 
never change. While we may have less time to devote to the hobbyist aspect of gaming, the time that we do have is still spent 
gathering games and information about the history of the industry. 

For the past couple of years, Sean has been pretty lacking in time to devote to Classic Gaming Expo but John and Joe have been 
there to pick-up the slack. This year, even John had to push himself to come up with time to do the planning and Joe was pretty 
much stretched to his limits. Next year, Joe will likely be unavailable as he intends to be trying to get his new business venture off 
the ground. If we didn’t have Joe this year, frankly, there wouldn’t have been a show. This lack of time has also made it harder for 
us to address some of the issues involving CGE Services Corp. and prevented us from spending enough time securing sponsors and 
bringing to fruition some of the great things we have planned for CGE. 

We have made the decision to not have a CGE 2006. That’s not to say that the show is ending; we merely want to properly plan for 
our 2007 show, which will be a spectacular 10th anniversary extravaganza. The thing that has made this decision a little easier for 
us to make is the popularity of our exhibit at E3. We’re happy to say that we’re planning to return to E3 again in 2006. 

We’d like to thank each and every one of you for your support over the years and we hope that you will continue to support our 
efforts to preserve the history of the videogame industry in the future. 

Sincerely, 


John Hardie, Sean Kelly, & Joe Santulli 
Organizers, Classic Gaming Expo 


Classic Gaming Expo is a Production of CGE Services Corp. 

For More Information: 

www.cgexpo.com e-mail: info@cgexpo.com Phone:516-568-9768 
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The Classic Gaming Expo Staff would like to thank the following people for their 
very generous support. Without their help this program would not have happened. 

Custom Printing Debra Keller Graphics 

619 - 275-0293 631 - 288-8172 
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SCHEOULE 



Saturday 


9:00 AM 

Show Opens 

11:00 AM -12:00 PM 

Lunch Time Concert (Main Hall) 

9:00 AM - 6:00 PM 

Vendors/Exhibitors (Main Hall) 

9:00 AM - 6:00 PM 

Museum Exhibit (Museum Room) 

9:00 AM -6:00 PM 

Home Videogame Game Station Free Play (Main Hall) 

9:00 AM -6:00 PM 

Coin-Op Free Play (Main Hall) 

9:00 AM -6:00 PM 

Collectors' Buy/Sell/Swap Session (Swap Room) 

6:00 PM 

Show Closes 

6:00 PM - 8:00 PM 

Live Auction (Conference Room) 

Sunday 

10:00 AM 

Show Opens 

10:00 AM -5:00 PM 

Vendors/Exhibits (Main Hall) 

10:00 AM -5:00 PM 

Museum Exhibit (Museum Room) 

10:00 AM -5:00 PM 

Coin-Op Free Play (Main Hall) 

10:00 AM -5:00 PM 

Home Videogame Game Station Free Play (Main Hall) 

10:00 AM -5:00 PM 

Collectors’ Buy/Sell/Swap Session (Swap Room) 

5:00 PM Show Closes 


NOTES: 

The schedule for the keynote speeches will be posted on the wall outside the show on Fnday night. Many of the speakers 
have no choice but to make their plans at the last possible minute, which makes scheduling the speeches impossible until 
a day or two before the show opens. 




lit ACTOR 

Lee was the first programmer at Nolan Bushnell's Sente and designed 
the revolutionary coin-op, Snake Pit. He also was responsible for Hat 
Trick, Team Hat Trick, and Street Football. In addition, he is extremely 
well-known for his Atari 8-bit music masterpiece - Advanced Music 
System. 


At ALCORN 

After beginning his career at Ampex in 1968, Al was hired as the 
second employee of Atari and their first engineer. While at Atari he 
designed the first commercially successful coin-operated video game 
called PONG. In 1974 he built the first video game on a custom chip 
(home Pong) followed by work on the Atari VCS home video game 
machine which launched the cartridge video game industry. 


STLVL CLCK 

Steve was the founder of Beck-Tech, one of the most active software 
developers of the day. Beck-Tech handled the conversion of many of 
Activision’s most popular titles to various consoles. Steve was also 
responsible for the unreleased game “Save the Whales” which was 
released to the public at CGE 2001 . 


MICHAEL BECKER 

Aside from being the Art and Creative Director at Imagic, Michael has 
been involved in numerous industry firsts. He created of the first group 
of artists to work with programmers in 1982, the first version of 
Madden Football in 1984, the first products using digitized graphics, 
the first parser games with graphics, Appleis first multimedia products 
and the first interactive video titles (Sewer Shark and Night Trap). 


STEVEN BRISTOW 

The original Vice President of Engineering at Atari and inventor of the 
Joystick, Steve is responsible for much of Atari's success over the 
years, including one of their first coin-op hits. Tank. 


ROBERT BROWN 

Bob was one of the founders of the Atari consumer division where he 
directed the development of the Atari 2600 and the first 25 games for 
that system. While at Atari he also developed the Atari Video Music 
product. From there, Bob branched out and founded Arcadia/Starpath, 
makers of the cassette-based Supercharger add-on device for the VCS. 


STEVE CARTWRIGHT 

Steve was one of the ace programmers at Activision. Over the years he 
has entertained us with such hit titles as Megamania, Frostbite, 
Barnstorming, Plaque Attack, and Seaquest for the Atari 2600, as well 
as Hacker & Hacker 2 for various computer systems. 


GARTH (TONY) CLOWES 

Tony founded Entex Industries, Inc. in 1969. Entex became a leader in 
electronic products building up to worldwide sales of close to $100 
million utilizing many of Clowes’ inventions including the world's first 
true voice recognition products and the first multi-player electronic 
games. Entex is best known in videogame circles for it's 
Adventurevision console as well as it's line of incredible handhelds 
including the best-selling Space Invaders game. 


MR. DAVID COMSTOCK 

Atari’s first full-time home computer software and 2600 videogame QA 
engineer, who tested virtually every non-coin-op product that Atari 
shipped from the middle of 1980 through mid-1982, including such 
titles as 2600 Video Pinball, Missile Command, and Super Breakout; 
Scram, Graph-lt, and the 815 dual disk drive for the Atari 400/800 as 
well as Cosmos, the holographic LED game system. Dave was on the 
team that wrote ET Phone Home! and the unreleased Superman III for 
the Atari 400/800. He is perhaps best known for the game he never 
finished due to the 1984 layoffs: Cloak & Dagger for the 400/800/5200. 


DAVID CRANE 

Best known for the Activision mega-hit Pitfall, David actually got his 
start at Atari where he created such hits as Slot Machine, Outlaw, and 
Canyon Bomber. At Activision, he designed a string of hits including: 
Activision Decathlon, Dragster, Fishing Derby, Freeway, Ghostbusters, 
Grand Prix, Laser Blast, Skateboardin’, and Super Skateboardin’ 
(7800). Other titles include A Boy and His Blob, Little Computer 
People, and Amazing Tennis. In addition to his software achievements, 
David is a hardware whiz who helped in the design of the Atari 800 
computer’s operating system, as well as two integrated circuits 
designed for video game applications. 


DON DAGLOW 

Don got his start by writing the first computer baseball ever made (on 
a PDP-10 mainframe). He joined Mattel where he wrote Utopia and 
contributed to TRON Solar Sailor. Don later went to Electronic Arts 
where he hired numerous former Intellivision programmers and 
designers to develop such hits as Adventure Construction Set, Earl 
Weaver Baseball, and Racing Destruction Set. 


Please note: The alumni listings are current as of this printing and are subject to change. 
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NOAH FALSTEIN 

Project leader for Sinistar at Williams Electronics, and seventh 
employee at Lucasfilm Games, Noah designed and was project leader 
for Koronis Rift and PHM Pegasus, also co-designed Indiana Jones 
and the Last Crusade (Adventure) and Indiana Jones and the Fate of 
Atlantis and produced Strike Fleet and Battlehawks 1942 


JIM HUETH^R 

Jim's credits span many systems, including Atari 2600 classics Flag 
Capture and Sky Diver; Steeplechase, which became a Sears 
exclusive, ReaiSports Football and Xevious on the Atari 5200, Joe 
Montana Football and Castle of Illusion starring Mickey Mouse, and 
many more. 


RAY KAESTNER 

While at Mattel Electronics, Ray wrote the Intellivision versions of 
BurgerTtme, Diner! and Masters of the Universe among others. While 
at Mattel, he worked on a several handheld games. Computer Gin and 
World Championship Football. 


aERRY KARR 

Gerry was one of the masterminds involved with the Vectrex. He was 
the Technical Designer of the vector-based classic game console and 
knows the system inside and out. 


GARRY KITCHEN 

Garry's first game was Bank Shot, a Parker Bros, hand-held, that was 
named as one of the 10 best toys of 1980. His first Atari 2600 product 
was Coleco's Donkey Kong. After joining Activision, Garry designed the 
award-winning Keystone Kapers, as well as Pressure Cooker and Space 
Jockey (U.S. Games). Garry moved into the Commodore 64 arena 
where he created The Designer's Pencil and Garry Kitchen's 
Gamemaker, which earned him the title of Video Game Designer of the 
Year in 1985. 


DENNIS KOaiE 

Dennis got his start in Atari's coin-op division, where he deveioped 
Avalanche, Dominoes, and the popular Sprint 2. He later moved into 
Atari's fledgling hand-held division and designed Touch Me. In 1982 he 
and Bill Grubb established Imagic where he programmed a string of 
hits including Atlantis, Trick Shot, Shooting Gallery and Solar Storm. In 
1984 he joined Sente Corporation where he designed Night Stalker, 
Mini-Golf and several other arcade games. 


FRANZ LANZINGER 

Franz worked as a programmer and game designer at Atari Games and 
Tengen. Eariy on in his career he programmed and designed the 
ground-breaking arcade hit. Crystal Castles. A terrific video game 
player himself, Franz even held the world record for the arcade version 
of Centipede for six months in 1981. At Tengen, Franz worked on 
Toobin' for the NES, Ms. Pac-Man for the NES and Genesis, and 
Rampart for the NES and SNES. 


JERRY LAWSON 

Jerry was the mastermind behind the Fairchild Channel F videogame 
console. He later formed Videosoft and released Color Bar Generator, a 
service center diagnostic tool used for calibrating television colors. 


ED LOGG 

Aside from his lone VCS game Othello, Ed was one of the main people 
responsible for Atari's arcade dominance. Ed brought us such classics 
as Dirt Bike, Super Breakout, Video Pinball, the legendary Asteroids 
and Centipede and Millipede. After the split of Atari, Ed stayed with the 
coin-op division and designed or helped design Gauntlet, Gauntlet II, 
Xybots, Steel Talons and Space Lords. He even wrote the amazing 
Tengen version of Tetris for the NES. 


RICK MAURER 

Rick started his career programming at Fairchild where he wrote 
Hangman, Pinball Challenge, and Pro Football for the Channel F. He 
later joined Atari and gave us Space Invaders for the VCS as well as 
Maze Craze. Rick later moved to the coin-op side where he helped 
design the popular Asteroids sequel. Space Duel. 


STEVE MAYER 

Co-founder of Atari, Warner Communications Labs and Digital F/X, an 
International manufacturing power in professional equipment for audio 
and video production. 


ALAN MILLER 

A master programmer at Atari where he designed such classics as 
Hangman, Basketball, and the incredibly addictive Surround, Alan left 
the company to help form Activision, the first 3rd party software 
publisher. At Activision, he penned numerous hits for the Atari VCS 
including Checkers, Tennis, Ice Hockey, Starmaster, and Robot Tank. 


Please note: The alumni listings are current as of this printing and are subject to change. 
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aOB POIARO 

Bob's game career started with Commodore where he designed the 
PET titles, Baseball, Stock Portfolio, and Blackjack. He jumped to Atari 
and reieased States And Capitals, Hangman, Biorhythm, Lemonade 
Stand, and Mugwump for the Atari 8-bit computers. Bob reaily hit gold 
when he moved into 2600 development with such unforgettable titles 
as Defender, RealSports Volleyball, Desert Falcon, SprintMaster and 
Road Runner. He also designed the 2600 version of Rampage for 
Activision. 


KEITH ROBINSON 

Keith joined Mattel as a programmer and designed the game. TRON 
Solar Sailer. He then moved into a management position where he 
supervised the production of titles for Intellivision, Coleco, and other 
platforms. After Mattel sold the Intellivision rights to INTV Corp., Keith 
started a graphic design firm that was contracted to design the 
package art for INTV's Intellivision releases until INTV shut down in 
1990 


STEPHEN RONEY 

Stephen co-designed and co-programmed the Intellivoice games 
Space Spartans, B-17 Bomber, and the unreleased Space Shuttle. He 
also designed and programmed the unreleased game Hypnotic Lights 
as well as handling the conversion of Utopia to the Aquarius Home 
Computer System. 


EP ROTPERP 

Ed designed coin-ops during three decades, working with both Atari 
and Sente. His first arcade design was Atari Baseball in 1979 but he is 
best known for designing the classic arcade hit, Battlezone. He later 
moved to Sente and designed titles such as Snake Pit, Hat Trick, and 
Goalie Ghost. In 1987 he returned to Atari and was responsible for the 
design of the brilliant S.T.U.N. Runner coin-op. He was the lead 
designer on Atari's Blasteroids and Shuuz, and co-designed Steel 
Talons with Ed Logg. 


ROBERT SMITH 

Created Video Pinball while at Atari and Star Voyager, Riddle of the 
Sphinx. Dragonfire, and Moonsweeper for the Atari 2600 while at 
Imagic. Also programmed Star Wars: The Arcade Game (2600) for 
Parker Brothers. 


KELLY TURNER 

Kelly Turner started in the game industry as a programmer at the coin- 
op division of Atari in 1984. Over the last 20 years he has worked in 
virtually every aspect of development and production at companies 
such as Atari, P.F. Magic, Virgin Interactive, Rhythm & Hues. The 3DO 
Company and Eidos. He is now Executive Prodcuer of external 
development at Eidos, Inc, and sits on the Board of Governors of the 
Producer's Guild of America's New Media Council. 


PAVE WARHOL 

David worked with other “Blue Sky Rangers” at Mattel Electronics, 
designing and writing Mind Strike, co-writing Thunder Castle, and 
contributing to the audio on a number of other games. His music and 
audio can also be found in C64, Atari 400/800, Apple II, and Amiga 
products. 


HOWARP SCOTT WARSHAW 

Howard Scott Warshaw came to Silicon Valley in 1979 and, after a brief 
stint at Hewlett Packard, joined Atari. There he produced Yar's Revenge 
(Atari's biggest selling original game). Raiders of the Lost Ark, and the 
infamous E.T. 


STEVE WOITA 

Steve started at Apple where he co-designed a device called the 
JOYPORT which was licensed by Sirius. The Joyport allowed 4 game 
paddles and 2 Atari controllers to be hooked up to an Apple II. Steve 
later went to Atari where he desinged three games for the VCS; 
Quadrun (the first home videogame withvoice that didn't require extra 
hardware), Taz, and Asterix. After Atari, Steve did more contract for 
Apple before going to Tengen to create Super Sprint for the NES. 


JIM COMBS 

A modern-day game historian, Jim has been with Digital Press since 
2002 and was editor of the Sega Game Gear section in the DP Classic 
Videogame Collector's Guide. He is also responsible for DP's massive 
archive of classic videogame advertisements and was a game reviewer 
for Manci Games. 



Please note: The alumni listings are current as of this printing and are subject to change. 
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The CGE Museum includes a wide selection of videogame items. From games and systems that most of us had while growing up, 
to the most obscure prototypes and one-of-a-kind items you'll ever see. Each year items are shipped from all over the world and 
assembled into what is the largest and most comprehensive collection of videogame history ever put on public display. While the 
core items remain the same from year to year, contributions and loans from our celebrity guests as well as the attendees are 
constantly changing. 

This is one of the most popular aspects of Classic Gaming Expo. It gives people an opportunity to see and touch pieces of 
videogame history that they would otherwise have never seen. 


From Ralph Baer’ "Brown Box" to Jay Smith’ Color Vectrex, here’s just a few of the hundreds of items that have been on display.... 



2600 Rarities items like the CX-2000 VCS, CX-2700 (Remote 
Control VCS), CX-2800 (Japanese VCS), and the Kee Games model 
of the Atari 2600 are prototypes or mock-ups that never made it into 
production. Also on display are some of the rarest cartridges in 
existence including Magicard, Video Life, and Eli’s Ladder. 


Atari 7800 keyboard add-on. 
Only two are known to exist. 



Add-ons There have been numerous add-ons 
for the various systems over the years. Computer keyboards were a 
popular theme although many companies tried to boost the power of 
the machines with their products. Items like Answer Software’s 
PGP-1 would allow you to alter the code from your favorite game. 

In addition to the two previously mentioned items, the museum has 
hosted a diverse mix of popular and rare add-ons including the 
Starpath Supercharger, Compumate Keyboard, Gameline Modem, 
KidVid Module, Video Copy Cart, and the Atari Mindlink Controller. 


Stand-alones This section includes many of numerous home 
pong-type systems and handhelds that have been made over the 
years. Atari released several of these including Video Pinball. Stunt 
Cycle, Ultra Pong, and others. There are also a few that they didn’t 
release like the Cosmos Holographic System, Atari Game Brain, and 
even a box for a handheld version of Space Invaders. Look for an 
incredible collection of handhelds this year on loan from collector 
Rik Morgan. 


The Playcable Modem for 
Intellivision. Only test- 
marketed in certain areas of 
the U.S. and Canada. 



Intellivision The intellivision section of the museum contains 
just about every released and unreleased item. The Music Keyboard, 
System Changer, ECS Computer, Intellivoice, and original Keyboard 
Component make up the bulk of this section. Also included is a rare 
selection of prototype, demonstration, and test cartridges. 


Atari 5200 Hotel Console. 
Used by hotels to offer in- 
room games and movies. 



Atari 5200 A fascinating section showing some great rarities like 
the Atari Kid’s Controller, Atari 5100 (5200 Jr), 5200 Paddle 
Controller, Masterplay Interface, and Starcon Arcade Joystick. A 
selection of software prototypes including Tempest and Asteroids 
has also been on display. 

MiSC. As if all that wasn’t enough, there’s still tons of items we 
don’t have space to mention. Systems and rarities for the Odyssey, 
Vectrex, and Coleco categories, as well as a load of oddball, rare 
items, and videogame memorabilia round out the display. Feel free 
to take pictures and enjoy! 







Advonc* tamoi 
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Collector's Guide 


ollector i uide 


BOTH Digital Press Collector’s Guides are in stock NOW) Order yours today at 


http://www.digitpress.com 


BUY SELL TRADE 

the RARE stuff, the FUN stuff, the BEST stuff 


Billy Galaxy 
912 West Burnside 
Portland, OR 97209 
USA 

store hours: llam-6pm Mon. -Sat. 

503-227-8253 


www.bMly9alaxy.com 


The Digital Press Collector's Guide 
Advance Edition picks up where 
the Classic Guide leaves off. 
beginning with the 16-bit systems 
like Genesis, TurboGrafx-U and 
Super Nintendo, ond ending with 
the Sega Dreamcast and Sony 
PlayStation. The Advance Edition is 
the perfect companion piece toe 
the Classic Guide! 


The Digital Press Colleclor's Guide 
Seventh Edition is an invaluable 
resource for ALL the vintage systems, 
from the O'iginai Odyssey and 
dedicated Pong systems, up through 
the Ninterxio Entertainment System 
(NES). The Classic Guide covers over 
THIRTY sys*errs and is a must for the 
Atari or Nintendo 8-blt collector! 


THE One-Stop. Online 
Resource for Videogamers 


DigHat Press has been around since 
the invention of dirt. Okay, maybe not 
THAT long, but we've been here since 
1991, back when the Genesis was NEW 
and classic gaming was only about a 
decade OLD. Our bi-monthly *zlne 
entered its 14th year of publishing in 
2005! Subscribe TODAY to read our 
latest reviews, articles, and 
discoveries! 


Digital Press has ail the latest news and 
reviews for EVERY gamer: new-school, 
old -school, players, collectors, and 
everybody else in between. 


Visit our website for an ONLINE RARITY 
GUIDE and the RETROGAMING 
ROUNDTABLE videogame FORUAAS 
where you can always chat with 
gamers just like YOU! 


SUBSCRIBE TODAY! 
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Rcade.com has burst on 


ll ^WWUi the scene with over 50 great 
gomes to ploy! No-holds-borred 3D 


action, challenging puzzles, realistic 


sports gomes, multiplayer duels, and 
top-notch high-impoct experiences! 
PLAY NOW AT WWW.PCADE.COM! 
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NES and FAMICOM gaming system 

featuring built-in 2.4ghz wireless 




. * Dream *Arca*des? 


Just imagine, one arcade that plays all your favorite video games 

Our arcades give you the ability to add more games. They support all major emulators and classic PC titles. 





Arcade kits start at $649 


Play Centipede, Missle Command, Tempest, Gravitar, Pac-man 
Asteroids, Street Fighter, Dragon's Lair, Space Ace & More 


"This is an excellent cabinet with very sturdy construction and 
a great price, and if you want a cocktail cabinet, this is a 
great choice." -Recommended by RetroBlast.com 


Visit us @ 805 Reading St. Unit K, Folsom, CA 


Office hours vary, so call 916-761-6925 


wvyrw.DreamArcades.com 



The Finest Collection of 8 bit NES Anywhere 
Including items not seen before. 


We buy, sell, repair, and will appra ise aM cpme 
Including Playstation , PS-2, etc... 


; Ninlemlo I Ni .()*( ir.C 


Jeremiah Covingtion-owner 
IVIastertechnologies@adelphia.net 


xecx 



Dreamcast. 


Come visit our booth and enter dr awing to win prizes 
B an Dai-M ega programm able controller for NES (boxed new) 
Magnavox 's Odyssey 2 (boxet^ 

G ameboy C olor G ame by Infog^mes 


21714 N. Vallejo St. 
BumeyCa, 96013 
Phone: 530-335-4308 
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preserving inforMation for classic conputer users 


MAPPING 
THE ATARI 




START 


Atari Graphics and 
Arcade Game Design 


COMPUTE 




Full text of 

Antic, Sfart, Hi-Res and 
Creative Computing 
Video & Arcade magazines 

1,900 articles from 

Creative Computing 

Also: Compute!, 

Tandy Whiz Kids comics 

and more! 

www.atarimagazines.com 


creaUv* 


coaqpraatf 


Soft 


LiOr 


Full text of 30 classic 
computing books including 

llBest of Creative Computing” books 


W'\ David Ahl’s 

-"BASIC Computer Games” trilogy 

Digital Deli 

Colossal Computer Cartoon Book 
Machine Language for Beginners 
De Re Atari 


Atari Roots 

a 


Plus 


Articles 


The Old 
Hackers 


Atari Program Exchange 
g software downloads 

.Cleveland Free-Net Atari SIG archive 

0 Hww.atariarchives.org 


GAMGATOR2000 


World-Wide Philips CD-I Source! 


Make sure you stop by to enter this years 
RAFFLE! "Many NICE Prizes To WIN" 

NEW for 20051 GATOR EXPO BINGO! 


Your Supplier Since 1999. 
Largest Philips CD-i 
Inventory in the USA! 


Welcome to the: 2005 CLASSIC GAMING EXPO 



ZELDA THE WAND 
OF GAMELON 



SCOOT ON OVER & SEE THE GATOR! 


Please E-Mail Us For A Current List Of Titles - gamgator2000@hotmail.com 









Miritisiifjiaffl 

niSincreaiii^adassiciiiilei^ 

enthusiasts - siiH» 1997 iw are helpiiiji to keep the spirit of classic gaming alive! 



If it has pixels we’re for it... 

Check US out on the web at NWW.NWCGE.ORG ! 



www.portablesystems.net 


Playstation 

Ireaicast 

Jaguar 

lintendo 


m h "TakingSystemsOfYesterdayAnd MakingThem Portabie Today" 

Portablesystems.net 









classicMCAOIgrafi 

REPRODUCTION AND CUSTOM ARCADE GRAPHICS ^ 


WE HAVE THE LARGEST 
ARCADE GRAPHICS 
COLLECTION IN THE WORLD! 


PINBALL 

ARTWORK 


MARQUEES 

SIDEART 

BEZELS 

CONTROL PANEL OVERLAYS 
CUSTOM PRINTING 


VISIT OUR WEBSJTE'NOW 
VVVV\rt/.CLASSICARCi5iDlGR^I)kOM 


Video 

Game 

ARTWORK 


^ih 

si>: 



mmF/i 






Andre LaMothe’s 


What is the XGameStatidn? 

The XGameStation is the wortcTs first video gsme system 
development kit If you've ever wondered how to actuaily 
build the hardware of a game console, the XGS is for 
you. Included is the pre^ssembled XGS unit all 
accessories and tools, and the eBook 
"Designing Your Own Video Game Console” 
by bestselling author Andre' LaMothe, 
which explains the process of game 
console design step-by-step. 


What Ydu Bet 

• Assembled XGS Micro Edition Unit 

• Complete Development Kit 

• Tools, Demos, Utilities 

• LaMothe’s eBook on the design and programming 
of the XGameStation 

• XGSCompatible Joystick 

• Cables and Power Supply Included ! 



^ Micro EomoN Rctured 


WWW. XGameStation. COM 


Nurve Networks LLC 
925.736.2098 
support@nurve.net 


CGE 2005 


Welcome to San Francisco from your friends at B & C ComputerVisions 


B&C ComputerVisions 

5917 Stope Way 

El Dorado, Ca 95623 

(530)295-9270 

Web site: www.myatari.com 

E-mail: myatari2@juno.com 

Show specials on Lynx I & II 
Jaguar Consoles new in the 
box & Jaguar CD ROM drives 



^AATARI 

Atari Sales & Service: 
Jaguar, Lynx, 2600, 7800, 
4001800, XL, XE, Stacy, 
ST, TT, Falcon, Portfolio 






You can have one of these in your Home 
See our games at: 

WWW.Vintagearcade.net 

4334 San Fernando Road 
Glendale CA 91204 

Toll Free (877) arcade 5 

Or (818) 246-2255 

4334 San Fernando Road. 

Glendale CA 91204 

Mon-Fri 10 am-7pm Saturday 2-6 

Our Video games can be restored to tike new condition, or you can get them 
fully working and not restored to save money. We also carry a big selection of used 
Pinball Machines. We can ship to your door anywhere in the US. 




If the game you want isn’t on our website, we 
can find it for you. IVe have a big warehouse 
with a huge selection of original arcade games. 




We carry All Systems, Games & Accessories! 


♦ From Atari to XBOX, everything you need plus great Paokages to get 
you started. We have hard to find items & Classic Computer Systems 
like Commodore, Atari & Amiga. We also repair Video Game Systems. 

www.4jays.com 

519 W. Fourth Street, Antioch, CA 94509 

925-777-1160 forjays@pacbell.net 




Modern Radio ... For Classic Gamers 

RetroGaming Radio is a monthly internet radio show all about classic gaming - interviews, news, hardware 
and software reviews, flashbacks, editorial commentary, and more! Since 1998, our goal has been to provide 
the classic video gaming community a quality program that is exciting, entertaining, and informational. 

Come find out why thousands of people choose RetroGaming Radio every month for their source of classic 
gaming news and information. KE£P /T RBTRO^ 







Packrat Video Gaines 




www.packratvg.com 


Great Games 
Exclusive Titles 
Finest Materials 
Excellent Prices 
Superb Selection 
Exceptional Quality 
SatisfaiH;ion Guarantee 


Why would you 
buy homebrews 
from anyone else? 




©2005 Intellivision Productions, Inc. Trademarks are the properties of their respective owners. 


in^ellivisionlives.com 




rSnS 








Visit wwwjsrb^ 
orcil 1 800-771 377: 
for mors ratings 
information. 


NSIST ON 

Hvmm 


BETTER 

VIDEOS 


BETTER 
GAMES ^ 


BETTER 

PERFORMANCE 


BETTER 

PHOTOS 


www.serioul 






GEAR UP WITH THE NEW GEFORCE 7800 GPU. 

Get mind-blowing performance, the most realistic 
gaming experiences, and home-theater quality video 
with an NVIDIA® GeForce'” 7800 graphics processing 
unit (GPU) powering your PC. Get what you need to play 


www.nvidia.com 


all the hottest games and applications.. .including 


Serious Sam IT. 


XFX GeForce 7800 graphics cards are available at: 

Zi 'Womfiy TigerOirecl.coin 



^9 


com 


A DIVISION OF PINE 


www.xfxforce.com 


0 2005 NVIDIA Corporation NVIDIA, trie NVIDIA logo. GeForce, and The way ifs meant to Pe played are traderr.arks and/or registered trademarks of NVIDIA Corporation. All rights reserved. C 2005 Take Two Interactive Software. Inc and its subsidiaries. 2K Games and the 
2K Games logos are trademarks and/or registered trademarks of Take-Two Interactive Software. Inc. G 2005 Crofeam Ltd. Serious Sam 2 logo. Croteam. and the Croteam logo are trademarks and/or registered trademarks of Crotram 







